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‘ INSTRUCTION BOOKLET. aE 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 


+ Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 


* Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 


Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 
Take a 10 to 15 minute break every hour, even if you don't think you need it. 

If your hands, wrists or arms or eyes become tired or sore while playing, stop and 

rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms or eyes during or after play, stop 

playing and see a doctor. 


A\WARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 


THIS GAME PAK WILL WORK ONLY WITH THE 
The official seal is your assurance GAME BOY® ADVANCE VIDEO GAME SYSTEM. 


that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 


THIS GAME PAK INCLUDES A MULTIPLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK® CABLE. 


CABLE 


accessories, games Official 


and related 


products. Saal 


Nintendo does notgicense the sale or use of products 
without the Official Nintendo Seal. 


Important Legal Information 

Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
EVERYONE domestic and international intellectual property laws. “Back-up”or “archival” copies are not 
—- authorized and are not necessary to protect your software. Violators will be prosecuted. 


Visit www.esrb.org This video game is not designed for use with any unauthorized copying device or any 

for more ratings unlicensed accessory. Use of any such device will invalidate your Nintendo product 
warranty. Nintendo (and/or any Nintendo licensee or distributor) is not responsible for ahy 
damage or loss caused by the use of any such device. If use of such device causes your 
ESRB CONTENT RATING Wwww.estb.org game to stop operating, disconnect the device carefully to avoid damage and resume 
normal game play. If your game ceases to operate and you have no device attached to it, 
please contact the game publisher's “Technical Support” or “Customer Service” department. 


LICENSED RY The contents of this notice do not interfere with your statutory rights. 
This booklet and other printed materials accompanying this game are protected by domestic 


and international intellectual property laws. 


Rev-D (L) 


NINTENDO, GAME BOY, GAME BOY ADVANCE ANDTHE OFFICIAL SEAL ARETRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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Follow the instructions below to connect two Game Boy® Advance systems using a Game Boy® 
Advance Game Link® Cable. 


You will need: 

@ Game Boy® Advance or Game Boy” Advance SP 

@ “Yu-Gi-Oh! World Championship Tournament 2005” Game Pak 
@ Game Boy® Advance Game Link” Cable 


> Connecting the Game Boy® Advance Game Link® Cable 

1. Make sure that each Game Boy® Advance system’s power switch is set to OFF before inserting a 
“Yu-Gi-Oh! World Championship Tournament 2005” Game Pak into each Game Boy® Advance 
system. 

2. Connect the Game Link® Cable to each Game Boy® Advance system’s external expansion connector. 

3. Turn each Game Boy® Advance system’s power switch ON. 

4. Follow the instructions for link play on P.14. 


> Link Play Warnings 
The following can cause Game Boy® Advance systems to fail to link properly or malfunction: 


@ Using a cable other than the Game Boy® Advance Game Link® Cable. 

@ Failing to insert the Game Link® Cable completely. 

@ Removing the Game Link® Cable while linked. 

@ Failing to connect the Game Link® Cable / Game Boy® Advance systems properly. 
@ Connecting three or more Game Boy® Advance systems. 


Y eee Nd eT NT — CMR 


“Yu-Gi-Oh! | jorld Championship Tournament / 


following figure illustrates the basic controls for 


005.” cee LO tay 7 
Password Screen (™>P.20) 

Bak GOR va. cieve siete bse ove mee, <cave: Bia eee tndigs 5 Giorute Ot ana Oia, ¥ diem Fieve hers eI aE Ee wae aided L Button = 
FORWARG |: CIM ces. ne s-acerceon mates I cave alahcolere. ots « Oainoay a's -corhagll Goes deancane.oe R Button 


Forbidden / Limited Card Warning Screen (™P.23) 
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\/ +Control Pad 


Switch items, move the cursor, and scroll text. 
[Field Screen] Movement. 


~ 


START 


(Duel Screen] Show Options menu. he 
ree MEETS Th THE EES Oe PEL A es 


SELECT 


{Edit Deck Screen] Switch between the Main Deck and the Side Deck. ; 


Ne ee ee Oe eae SOR en ey 
R Button 
[Field Screen] Battle. 
{Duel Screen] Read card information, draw card during Draw Phase. 
{Edit Deck Screen] Add 1 card. 


my | Button 


f H [Edit Deck Screen] Remove 1 card. 


A Button 


Nintendo® Confirm, open menu, send message. 
[Field Screen] Show submenu, talk, 
examine. 


\ B Button 
O previous screen. 
how phase completion menu. 


Cancel, return t 
[Duel Screen] S 
= a 


nsert the Game Pak into the Game’Boy” Advance and turn the power ON. The Title Screen will be 
displayed. 


[Title Screen | 


Usethe+@ontrol Pad to Select “New. Game” or “Continue” and préss the A Buttén. 
Initiatly-only “New-Game” can_.be-selectéd. 


[New Game | 


Start‘a new game from the beginning. 


A confirmation screen is displayed if you have data saved from a previous 
game and select “New Game.” If you press START at this screen, the game 
will erase all of your previous play data and you will have to play from the 

beginning. Press the B Button to cancel data initialization. 


After proceeding throughthe game-dialogue, you will come to the Shop Screen, 
whee you can exthange duelist points for card packs. There are many kinds of 
packs available, but on-your first’visit, you should @btain a “Statter-Deck.” 


* You can exchange duelist points for. card packs atthe shop. Duellgt:points are also required for Rassword Machines. You 
Stag the game: with SOOO quelist pomrts: Shop Screen ™ P.16-19 “Exchanging Duelist Points for Card Packs” 


[Continue | 


Select “Continue” to continue playing from Where you'stopped playing '@ previous 
game: 


“This game system automatically saves and loads your game status. As you play, the system 
constantlyupdates your saved data. 


The card packs “Yugi Standard,” “Seto Standard,” and “Joey Standard” are 
Starter Decks composed of a preset selection of cards. If you obtain one of 
these packs and Set it, it can be used immediately as a Deck. 
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Find a battle opponent and begin dubtirigt 
Navigate the field and challenge other duelists. 


Defeat your opponent in a card game! 


The battle rules are the same as “Yu-Gi-Oh! TRADING CARD GAME.” Use your 
card collection effectively to reach victory! 


« bea wade 


The victor of a battle will earn duelist points. The number of duelist points 
earned depends upon various battle factors. 


Exchange duelist points for new card packs and expand your card collection. 


Obtaining card packs ™ P.16-19 “ Exchanging Duelist Points for Card Packs” 
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Strengthen your Deck by obtaining new cards in preparation for your next 
battle. 


Editing Decks ™ P.24-35 “Editing Decks” 
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FED SCREEN sce see a= 


Vis game unfolds on the Field Soden. Talk to other duelists and challenge them to baltles. 


Field Screen 
Move-within the screen using the +Control Pad: 


Various messages are 
displayed here. 


Different events occur 
on the Field Screen on 
different days of the 
week. 


‘) When navigating to the edge of the Field Screen, a map screen will be 
displayed, and a new area can be selected. Choose an area to enter using the [gir 
+Control Pad and press the A Button to confirm. 


Actions on the Field Screen a 
TheYollowing-actions canbe carried out-omthe Field'Screen. 


Talk / Examine [A Button] 


BY pressing:the A-Button, YOU ¢an talk tod duelist in front.of youor check machines or 
cabinets intown: aa 


Battle [R Button] 
Press the R Buttonto battle the duelist directly in ffont of-you. Fight a.single Dgttle: anc 
if you are victorious, you-will Win a certain number of quelist points, détermined by 
varioys battle factors. [Dueling = P.36 “Beginning a Battle” 


Show Submenu [A Button] 


Press the AXButton with nathing.in front of you.to open the submenu_and selett various 
actions. 


[Submenu = P.12-15 “Submenus” | 


Use Facilities 


Within thefield; ‘there is a Gard: Shop, your house, and.two duel arenas.To find.out how 
tose these facilities, pleasesee P.16-23, 
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pa can check your status, edit yout Deck and take part in Link Ddels from the s 
6,” you can immediately return to yo 
oe inside your-house, select “ sn the 
cting B in bed,” es rthed i 
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game settipgs here. Use thé/+ControlPad to’select/An option _ 
Right on the +Cortfol Pad to lange the setting. Press the AE 


ae 


uf 


Animation Speed Select one of four animation speeds. 


Activation Timing Set this to “Manual” to set the activation timing of a Quick Spell Card or Trap Card by hand. 


You can choose between English, German, French, Italian, Spanish, or Japanese for messages 


Language Selection and dialogue. 


4 . J 


View details about any tournaments you are registered for. Press the A Button to view details 
of Forbidden / Limited cards for tournaments with restrictions. 


Schedule 


View your 
Total Record Ea wins / losses / fF ties. 


—— View = many of the total available cards you have collected. 
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You can play against friends*by linking two Game Boy” Advancg’systems with a @ame Boy*AdVance Game 
Link® Cable. 


[Connecting Game Link” Cable => see P.2 “GAME BOY” ADVANCE GAME LINK® CABLE CONNECTION” | 


Link Duel 


Sélect “Link-Duel” and the-ednnection-precess will start. Once aeennection is 
established, Player.d_presses the AButton. 


Select Battle Type 


Player 1 selects the type of battle. Select from*Singfe Battle or Match Battle by pressing 
the +Control Pad Left or Right and therconfirm withthe A Button: 


Select Time Limit and Begin 


Player 1 sets the time limit #0 None/10, 20, or 30 minutes. Player 1-then selects. “Start 
Duél!” and presses the A Button. The battle begins after the Attack Order has been 


determined. 


RR TOF SE To ——eemind 
| Dueling P.36-42 “How to Duel” | 


A Link Duel differs from a normal duel: Winners of a Link Duel do not receive duelist points, 
and players are unable to surrender during a Link Duel. 


a 
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CE Card Trade = 
Ifyou connetttwo Game Boy” Advance'systems using the Game Boy’ Advancé-Garge 
Link*€able, you and-e-friend can.trade cardsEaek player Seleets one card for trade. 


Select-“Card Trade” from‘the.Options menu.and press.the A Button. When thesIrade 
Screen is displayed, select “Sel&ct.a card” ard press the A\Button. 


‘ 


Selecting a Card 


TheSereen.and controls used when selecting a cardio trade, are identical to tese.on 
thes“Edit. Deck” screen. After. selecting-a card\and pressing the A Buttom a confirmation : 
menu will be displayed. Yo confirm, select “OK.” Edit Deck Screen => P.28-35 “Edit Deck Screen” 


Once both players have sefected‘a card to trade; bothSplayers press-their A Button to 
beginthe-tradé.-The.connectionwill._he tested; and a connection,screen (see-right 
screenshot) will be displayed: To trade @ards, both players select\:YES.” WherNthextrade 
is-finished, seléct “Exit Trading” to return ‘to the Field Screen. 
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a FIELD SCREEN ~Cardl Shop~ a 
Ee ; : 
You can purchase new cards at the Card Shop ySing duelist points. 
Enter the Card Shop-dnd speak with Trusdaje- The Shop Screén.will be-displayed, ancyou can exchange 


dielist.pojnts-for new paeks/ If you wish 46 leave the-sHop, press-thé B Button-te-feturn to the Field 
Screen. Gd CE 
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Use the +Control Pad Up or 
Down to select packs. 


You can purchase up to 300 
cards at once. 


Ba Pack Descriptions 
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“4 Menu Icons aN. 
Press Left or Right on the +Q6ntrol Pad to/select a mend and press the A Button t 
, 7 ter 
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Add selected pack to basket. 


= 


Check the packs inside the basket. 
See a description of the selected pack. You can see which cards are contained inside particular Starter Decks. 
U 


e 


se duelist points to buy packs from the basket. 


ed 


he e “Add to BaskeX’ icon, then press the A Button, set they Contra) Pe 
d the A ‘to confir 


con afd he A B ton dsatiptt 
duelis Ss 
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=o 


As FIELD SCREEN ~Cardl Shop - 3~ Soo a 


Vp Password Machine 


By entering/the8-digit password recorded_on the bottom left of “Yu-Gi- ‘Oh! TRADING 
CARD GAME”fcards;-you can obtain.that cayd--Each use pf-the password machine 
costs 1000 duelist points.and, if the correet password.is entered, will yield one.card. 
To display the passwofd screen, face the’ passwofd machine ayid press the R Button. 
Answer “Yes” when prompted with “Do yo want to heaf how to useAt?” You willfe 
taken to the password screen. 


Entering Passwords 
Use the +Control Pad t6 select the numbers and press the A Button. To altep 
Numbers already entered, press the\L Buttofor B’Buttow to go. back oe. digit, and 
thie R Button to.go forward-one digity When you are finished entering the password, 
highlight the “OK” icon and press-the A Buttonto enter the-paSsword. If the password is’correcty yorrwill 
receive ong-card. 


PPRE V3 PS 


Once you obtain a card using the password machine, you cannot obtain the 
same card again. Additionally, if you enter an incorrect password, the duelist 
points spent to use the password machine will not be refunded. 


Passing Time 


By selecting the submenu sereeh-inside your house and selecting “Rest in bed.” you 
can,rest until the next day-You can usé-this,methodo-skip forward to’a date when 
an event.is.scheduled. 


You can view:the trophies you have won from. tournaments by: standingwn front of 
the red cabinet and pressing the.A Button. Select atrophy using the +Control Pad 
and pressethe.A Button to view.the selected trophy. 


\ Duelists move to different locations on different days, and some events only ra “Hah 
take place on certain days of the week, so keep an eye on the calendar! sag a 
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Y here are two duel -arénas in Battle City: K.C. Téwer and Cotiseum. A variety of tournaments are held 
at these duel arenas. 


Register for a Tournament 


You_can-find-out about,,and-registerfor, tournaments.with open, registration by. 
speaking/to a receptionist in front of a-déel.arena’ 


After completing registfation fora tgurnament, you oan view te tournament schedule 
Hy Hpening the submenu screén, selecting “Stats,” thew selecting “Schedule.” Yow'can 
also view special tournament-specifie rules, and coordinate your Deck accordingly. 


The tournament will begin owce you leave your-home gn the day ofthe tournament. You 
can obtain duelist points and trophiés by winning infournaments. Good luck! 


If you try to battle using a Deck that conflicts with tournament rules, a warning 
will be displayed. Select “Reconstruct my Deck” to proceed to the information 


AN 


Weekly Restrictions 


Every week, new cards wh] be selected as-Prohibited-Cards (noné-allowed), Lirhited 
Cards.(only. t.allowed-per Deck), and Semi-Limited Cards (up-ta 2 allowed per Deck): 
You-can check which cards_have been‘selected as this week's Prohibited and. kimited 
Cards by. standing:in front Of tHe.machine in“ront of the dyel arenaand pressing the\A 


Button: 

“Sometimes tournaments with Spegial rules Wil Raye extra Prohibited and / Or Limited Cards ihaddition to thdSa.displayed 
on the warning screen. Deck Creation Rules => P.45 “Creating Decks” | 

The Warning Screen hee eR 


Switeh between Prohibited, Limited; and Semi-Limited Cards*byspressing the‘. Button 
and .R\Butten. Press the Control Pad-UpOnDown to’scroll the cards ane at a timésor 
pressweft-ar right to scroll the cards 8 ata time=After selecting-a card, pressthe A 
Button to di$play the following-menu: 


# Display detailed information about the selected card. 
My | Edit Deck | Switch to the Select Deck screen and edit your Deck. 


g aie Remove the selected card to conform to current Prohibited, Limited, and Semi-Limited Card 


restrictions. 
we] et 


a 


Close the Warning screen. 


» P.26 “Select Deck Screen” 
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elect “Ett Deck” from the submefu to open thre Select Deck screen, where you can edit Decks ov 
free new ones. / / | am y, ) / 


s-in“your possession. You eanvedit or create a new Deek / 
bit 2 Fusion 7] d ie oe and create a Side 
f 


Rules for Creating a Deck = P.45 “Creating Decks” 


Fé duel,.you-will need to-build'a Deck with’ the 6 
cowie at least. 40£ards and up to 99 a 6er 
Detk (up to 15 fards) for sh a Match battle. 


|\Select Deck Screen a 
Yow Can view a list Of your Decks on the Select Deck 
’ be a view a list 0 al 96 s on the Setect Dec Bopen 
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Press-+ G25 Up or Down-toSelect the-Deck you wish to edit, and press the A 
Button to openzhe menu, Select “Edit Deok” and press the A Button to switch tofhe 
Edit Decl/Screen. 
j 
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Check Your Deck 
\ Use,the +Cantrol Pad Up‘and Down to\scroll cards Gye at a time, and Left or Right x 


scroll four at a time. Highlight heard and prdgs the A Button to ae the menu. 
\ 
Search For Cards to Add to Your Deck 


Move the Cursor over a card's details and press the a Button to display the aye 


_ Select “Filter’to change thc card:search Conditions. oe | 
Seleqt’ i oh ang r : iti \ \ \ . | 
Add / Remove Cards —/ \ 
Place the cursokon the card you wish to add.to your Deck\and = the.R ag tadd ee gs x 
Button to remove.a card ftom the Deck... 
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Pon can aanaee up ty? p aiginal S$ (plus ‘id Deoks) on / 
|Interpreting the Select Deck Screens 
Jp or Down;-and switeh-between the-Deck list and 


6 card. )- 
CE [7 yl | 
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Select Deck screen. 


Select a hes y pressing +Control Pad 


_list_.by pressing {Control Pad et or right 


The Deck in use will be 
“| displayed using yellow letters. 


Displaying the Deck Menu = 
he cur or to highlight a Deck and press the A Button to display the menu. 
MEE tna Ee] 


Deck in Use Make this Deck your active Deck. You may also press SELECT when highlighting a Deck to make it 
your active Deck. 


Copies a Deck. Use the +Control Pad to select the Deck number to copy to and press the A Button. 
Empties the selected Deck. 
Exits the Edit Deck : screen. 
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rs er selecting a Deck/to edit on the Select | Deck screen, switch to the Edit Deck scre modify / 
Aards ina Deck; / / F hairs a s / 
Interpreting the Edit Deck Seri 


Press.+ 
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Current Mode Shows whether you are f ey Ere LETT edoeae 


editing a Deck, a Side Tones PRES .. see: 


- = nT 
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ol/Pad Up or-Down to scroll eit 
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gr Pad.Up when at the top.of bs li ve.the/cursor to.Deck information. 
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Card Details 


fr Details about cards are Spown inthe cardlist \ 7 A Xe 


Card Name Prohibited Cards are diegved la one in red, Limited Cards are displayed in yellow, and 
Semi-Limited Cards are displayed in green. 
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[oe] EDITING DECKS ~ Edit Deck Screen - 3~ 


i; Displaying the Menu 


* Place the curso over the-cafd fist and Pings the AButton to display the following menu: 


[PPB ray catsiiorainmoneewe 
oc 
_ 


Card L Legend > P.54- 59‘ ‘Duel Card” H [List Filter => P34‘ “Change the List Filter” | 


aah 


/ List Sort Settings 


NUMBER by card number ATTRIBUTE by attribute 
NAME by card name ICON by spell / trap icon 

ATTACK from highest ATK LEVEL by monster level 

DEFENSE from highest DEF FAVORITE by Favorites rank 
CATEGORY by category NUM. OF. CARD by number in Deck 
TYPE by monster type 


aes 
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EDITING DECKS ~Edit Deck Screen - 3~ [we] Poa 
ee 


Add / Remove Cards 


Place the cursor over a cated and press the’R Button’to-add it to the Deck. Press 
the L‘Button to remove it fram.the Deck. If yOuewish to add-orremove cards from 
a.Side Deck, you must change,modes ‘before doing $o.(the reverse also. applies 
when.editing a Side Deck). 


Select a Mode — = 


Press SELECT.to switch betWeen editing the, Deck antkediting the Side\Peck. You 
canalso do.this by*seteeting “Main-Deck” or *Side\Deck™from-the ment: 


\ 


A You can view the cards in your Favorites by changing the list filter setting 
to “Favorites.” A card marked as a Favorite is easy to find in the card list 
when using the filter. To change to Favorites mode, choose “Favorites” from the menu. Also, you 
can change the rank (number of stars) of a card within your Favorites, making it easier to locate a 


Se, (ie o~ wa 


= =e EDITING DECKS ~Edit Deck Screen - 4~ 


Se the List Filter 


Place the cursdf over thet 
filter settings /Foy-exat 


kill/be can alsg’change 


pell cards 
menu. 

ALL 

LEVEL 1-4 


“ Show Monster Cards between level 1 and 4. 


LEVEL 5-6 
LEVEL 7- 


Sa: 


Ax intormatiol and pre Balt Geta Right,to changethe“card lis 
ol, if you only wan Spe {s, change the filtér to “SPELL,” and ont 


\t filter settings by sele ing “Filter” from the», 


Show all cards. 


Show Monster Cards of level 5 or 6. 


Show Monster Cards of level 7 and above. 


SPELL 
TRAP 
NORMAL 
EFFECT 


Show Effect Cards. 


FUSION 


Show Fusion Cards. 


RITUAL 

NEW CARDS 
MAIN DECK 
SIDE DECK 
FUSION DECK 


Show all fusion cards inside a Deck. 


FAVORITE 


Show Spell Cards. 
Show Trap Cards. 
Show Normal Cards. 


Show Ritual Cards. 

Show recently obtained cards. 

Show all cards inside a Deck, but not Fusion Cards. 
Show all cards inside a Side Deck. 


Show only cards marked as Favorites. 
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._. |Hints on Editing Decks — 
ere following points‘in mind while*creating yo . 
Rate =. 3! SD Ek ES AR WS 
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| Aa arta 
~\ you néed it, makin ier to p a battles: 
& Close to the minimu 0. Alsoyif-yqu use 


Deck will re bala 


likely the card you want'will come up\when 


5 you have in a Weck, the mo 


‘to keep the numbe rds ‘in ~acar ual it 
ughly equal ratio of Moser Sel NES \ 


Keep High-Level Monsters to a Minimum 
In or se a Monster higher than level 5,-you must pay a tribute, w n 
is dia Seman the battlefield. Take care oh too many high-le 
. monsters. . can So pak = 


) During a duel, Fusion Cards are kept separate from your main Deck in the “Fusion Deck” 
(maximum 25 cards), and are not counted toward the required 40-99 cards in a Deck. You 


can swap these cards from a Deck in “Edit Deck mode” while editing a Deck. 
Fusion Cards = P.63 “Fusion” 


OE i ee Se | MEAP lee el EEN LS eas, PUT LA Bh, ST ene 

= 

eel 

y Duels are conducted in accordance’ with the “New Expert Rules” tule set from the “Y: -Oh! 
TRADING CARD/GAME.” { 


PA 
Beginning a Battle 


When you challénge a duelist on the field screen orwhén a tournament is held,.the screen switches to the 
Duel Scréen and.a battle begins. Duel Rules => P.43-53 “Duel Monsters” 


ee 


Play“RoCk, Paper,SciSsors” with-your opponent. Press +Control Pad Left-6r Right.to 

sefect between sock, scissors, or paper, and press theX Button. If you win, you will be 
asked if you prefer to go firstor seg0nd. Make yourSelectionby pressing the +Control 
Pad Left or Right and pressing the A Buttofl. Once the Attack Order hds been determined, the duel 
automati egins and.5 Cards are’ drawn to your Hand. 


i 


There are two kinds of battles: single battles, in which victory is 
determined in only one duel, and match battles, in which victory is 
determined as the best of three duels. In a match battle, the Side Deck can be 
used for the second and third duels. After the first duel is over and the results & 
of the duel are displayed, an Edit Deck screen will be displayed, allowing players to switch cards 
between their main Deck and Side Deck. The player that loses any given duel has the right to 
decide the Attack Order of the next. 


~ 
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HOW TO DUEL ~Battle Screen x Rutes~ fue] = 


mowed af . > uN 


ae fe 'Preting the Duel Screen 
3.is the Due 


Cursor 
Use the +Control Pad to move 
| the cursor. 


0 EY aS 


i. Ee 
4 =a 
Cmte] 


Information Window 


f ~~] View information on the card / - pane oes me es — 
area highlighted by the cursor. Phortzaig 5 meme VS ona 200 Your hand 
x oe AP eT ASS 
_[Botion Screen = P12 Screen ™ P.12 “Options” ,| Duel Field *® P.44 “Duel Field” 


M1: Main phase 1 
E: End phase 


S: Standby phase 
M2: Main phase 2 


D: Draw phase 
B: Battle phase 
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[oe] HOW TO DUEL ~Battle Controls - 1~ 


— 


pare yourself for hattle by va fe basic coynmands such as How to bring up menus and use cards, 
EB ates ea, eles oe 


nd how to moye between phas 


Displaying Menus 


Move the over a,card in your hand ront field and_préss the A.Button to & 
display a/menu and pefform various acti ns witb/the é card, The menu displaved will vary, § 


depending on what the cursof indicates. / 
\ eR 


View detailed information about a card. _ 


i A 


m your hand and place,t on the duel field tace-ugAn Attack 


Poéition. oF of hohe NE 7 oe 


” 


Set Monster-Cards sie Pa uel field-face-down in-Defense Position and a al 
ap_car 2) ax and face-down on the duel field. 
38 
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HOW TO BUEL~Battle Controls - 1~ [ome] 


Flip Summon 
ay Flip a Monster Card fron\face-down Defense Po Positign to to face up\Attack Positian. 


Atk Pos. 
< Nenad a Monster Card from-Defense P 


Def Pos. 
sabe Monstek Card from Attack Positioh.to 


Activate Spell / Trap_Cards on the duel field -asS well as effect monsters. Oseta ‘Spell 
in your hand face-Up onto the duel | field so that it takes € effect immediately. 


onsters in Attack Position during Battl 
isplayed ove nsters that-are open 


nsters to attack. 


osition to Aftack- Position’ 


Defense Position. 


F Ate with 
— An iconwill 


opponent's 


hase. — 
attack. Sass Dai of ‘your 
el AA Se eS 


\ [Attack Effects P.60 and 61 “Determining Damage” 
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= be] HOW TO DUEL -satte controis - 2~ 
Y a a , 

Activation Timin ay 

ste oe 

‘ou can choosg hether or pOt to display Activation Tinting me essages for Quick § Kell 

or Trap cards’ for eachlype of timing. These mesgages are dis net suing Mais Phase and A ang €, 
during the Battle/Phase when “Aetivation Tit ing” under ptions” ov’ Manual, 


a {hetvaon Timing settings bad P12: “Options” a 


When the timing is right to activate Quick-Play Spell Cards or Trap Cards, or 
to start a chain, an Activation Timing message will be displayed. To activate 
the card, select “Yes.” 


a catd. You,can also-do this by pressing the‘R Button. 


Livin ja 


Plage-the cursor overyour DecR\and press the A.Button diving anyyphase other than 
the Draw Phase to surrender.and end the duel. This\will.be.recorded as a.loss\n your record. 


P [Phases | 


Press the B:Button during Maik Phase 1 or 2 or BattlePhase to displajthe Phase End 
, -\Menp.and proceed ‘tothe next phase. AS preter 


= 


: = 
Phases ™ P.47-51 “Duel Flow” 


When the Spell Card “Fusion Gate” is active, you can Special Summon a 
Fusion monster without using the “Fusion” Spell Card. Place the cursor 
over the Fusion Deck, press the A Button and select “Fusion” to Special 


Summon a Fusion Monster. 
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Pa overran aaeed 


‘The game unfolds on the Field Scréen. Talk to other duelists and‘challenge them to battles. 


View Card Instructions 
Place the curgor,overa card and hold the Ry Button down to-view cardyinstructions. 


View Graveyard / Removed Card / Fusion Deck | ) 
Place the Cursor over tHe graveyard/ removed cards,and presg/the A Button/to see a yi : 
listyof Hb, ic ba oursor over the-Fusior Deck and press thé A Button to 

*ciSplay a and select“€ard View™to’view the cards in your-Fusion Deck. Gorttrol 
of these4ists is the same as for-the/card lists on the Edit,Deck’screen. Bring up the E 

u or press the B Button #0 return to the Duel Screen. Edit Deck Controls ™ P.28-35 “Edit Deck Screen” 


When Special Summoning a Monster with a Spell / Trap Card or the effect of an Effect Monster 
such as Elegant Egotist or Sangan, a list of monsters that can be summoned will be displayed. 
Choose the card you wish to Special Summon, press the A Button to show the menu and select “OK” 


to Special Summon. Chains ™ P.68-71 “Chains” 
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“DUEL MONSTERS - 1 = = 


! TRADING CARD GAME. 


uel rules are Based on the “Yu-Gi-0 h! 
rN Duel Basics 


Place the cursor over a card*and-hold.the R Button.down to-view card instructions. 


Cards ? = 
Cardsscan ‘Be separated Into the following 3 categories based on their usage: ae 


a Sa ent. Theee e are some extr ely powerful 
ecial w. some-that-have spe ects. 


Spell Cards have many various effects, such as strengthening monster abilities and 
changing,the field terrain. Use ae ese cards rotate the outcome of aduel 


Monster Cards 
Monster Cards are used toa 


Trap Cards 


& Set Trap Cards on the field to use them. T ey are activated | in response to an\ 
eecgronet s monster attack\or ne and ‘they oe attack ell. 


——— 


Coe or ae sees 
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The Duel Field is where you and your oppghent set andA«hrow away cards during g/duel. Each ddelist has a 
field like the one shows in the figure below. The tWo fields are positioned opposite one another. Cards Can 
be placed in the following areas on the field: 


FIELD CARD ZONE MONSTER CARD ZONE 
Field Spell Cards are Monster Cards are 


GRAVEYARD 
Cards that have been 
destroyed are placed 


REMOVED CARD ZONE 
Cards eliminated during 
placed here. placed here. 


a duel are placed here. 


here. ' 
FUSION DECK DECK ZONE 
ZONE Your Main Deck is ; 
Fusion Monster placed here. One 
Card Deck is card can be drawn 
placed here. from this deck 
during the Draw 
Phase. 
HAND 
Cards in your hand are placed here. 
These can be set on the field. 
TOUS ff VATE, Wied Nik RBA; tad. ek OG NL Le ‘ Tie fe 
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. |Card Battles : = = 
h.card battte-against ah opponent in-which a win; toss.or draws declared i 


eferred to As aduel. — 


oe Creating Decks = 
{1 Whe cards you use ina duel fled th “In this conta ast 40 
\ eee: ion MonstdkCards The sion In Reok “re consist ofo more than 20 Fusion 
— Mo a 4 ea VA & q ¥ os NS S FEN 
< Pe can duel without Fusion Deck. \ i ) \ \s 
ager that are ONG ds eo. Vlove:cards aor ne Yoko cee on\ \ 
3) You ca carot have moresthan Ke copies of the same card in a Deck. You can ‘only tiave 1 copy of Limite 
ES rds andy2 copies of Semi-Limited Cards ir in your Deck at ny fime syAS 
This game proceeds in 1-week (7-day) cycles. The cards selected as Limited and Semi-Limited 
Cards change each week. 
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= Ba DUEL MONSTERS - 3 


iy Victory Conditions == = at 
Duel outcomes‘are decide d according to the followingtules: ~~ — 4 


(1) Each player begins a duel with 8000 Lif oints ubtracted whe sicicaial or 
— Monsterfai wn delpreegaet an. op vents) Ve fons ya opponent's Life Fits eches 0 
Yi pone Sf $0. 
he Life Poi 


reach e same time, the du e=Ge ee /) j 
ac Ome duel. 3 


f cards, the first pl able tod ard | , “/ 
A If, at any time duri duel, aplayer holds all 5/0f the “Exddia Series” ards in his / her Hand, thaf™ 
pape draws eards beginning-of a duel, that-player is declar, go 
the wi media the uel-egins. —- ‘a te: 


(5) relat has the ss d” and all 4 “Spirit Messages” on his / her field, that player winsthe 
—F duel: \= ET) GT Ke) es j, 
oh Series 
e Right Leg of the Forbidden One 
e Left Leg of the Forbidden One 
e Right Arm of the Forbidden One 
e Left Arm of the Forbidden One 

a6 dt e Exodia of the Forbidden One e =e le te. 


am (ee ay, er TC RT Wit 7 Nad 7 ‘d la A 


Destiny Board 
© Destiny Board 
© Spirit Message 
© Spirit Message “N” 
© Spirit Message “A” 


a big 
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Duel Flow —— = 
cordance'wit! the gd me rules, gee ae, ed-in the foyowlig order: 


“\O eck: reNan ion —\ \ \ 
Organize your. Deck before meyer of the “ Make ai that 4; r Deck contains at 
~~ \ lea 40 Lae Ot more than 99 a ee 


ee Avack Or 
Mies order is determin atest. 


eaves aand 


5 cards-ar automatically. drawn from the top ‘Deck. These 5 card 


initial Han tthe start of the duel \y . < : =N 


NO raw 
wn autoraadlcaly from your Deck and a Ss hee to your Ges 


~~ < One card is 


’ 


See next page 


: e DUEL MONSTERS - 4 
5 Stahdby Phage 


7e fects of som ne 


Rf ee 
the instruction on ca 


pell / Trap Gards are activated @ liring this phase. F stow 
he ea a yt 
Y set or p onster and Spelt/ Tr fds duri phase, Each ad must 
| 


4 


at Fequire-you: to perfgrm actions daring this phase. 
be’ placed in the appropriate ace on the Buel-Field. Each player can/have onl 


. Monster.and Spell e Trap Cards (novincluding Field Spell ay on the feat one a 
_ ‘tinfe- Tf you have 5 cards on phefield, you may not’ disgarda ao onsthe field and replace it with a ™. iz 
~ ohe. You fine a way to destroy the cards: on the field before-placing newrones. 

S# * , $ 


A > Monster Cards Lice 
Summoning is the act of placing a Monster Card from your Hand without the use of spells or any other effects. When 
you summon a Monster, you must also indicate a position for the card. Position the card face-up vertically to indicate y 
Attack Position or face-down horizontally to indicate Defense Position. During the turn in which a Monster is soe 
summoned, you may not change the position of the card, so think well before selecting a position. You may change the Sb: 


position of Monster Cards already on the field only once during this phase. Aside from some very special cases, once 
you change the position of a card, you may not change it again during the same turn. You can also activate the effects 
of Effect Monsters during this phase. 


RAY OR SPO APTI WF Se ER CS OO SR CRS cea wer 

| D Spell / Trap Cards 
Spell Cards may be set either face-up or face-down. Trap Cards must be set face-down. You may activate the effects 
listed on the card by positioning the card face-up. Spell Card effects are usually activated when the card is positioned 
face-up and only last for one turn. After a card is activated, it is destroyed and sent to the Graveyard. Exceptions to this 
rule include Equip Spell Cards that strengthen Monsters, Field Spell Cards and Continuous Spell Cards. Trap Cards, if 
their effects are not continuous, are also destroyed after being activated. You may also perform Ritual Summons and 
Monster Fusions during the Main Phase. 


<9) aitie Phase, \ SNS — F- 
~y Fac Monster that is face-up ad in the Pot Sears used on 


008 onent. At.the ling of aduels.the sta 
turn, ‘put cannot attack. ” ied player-ma attack ver 


» the Battle Phase. You. may ‘move directly from Me ) Phase to End Phas. 


> Monster Cards 
You can have any number of Monsters on the field participate in an attack as long as they are in Attack Position 
(change Monsters from Defense Position to Attack position during the Main Phase before attacking). Attacking 

Monsters must target the opponent's Monsters if there are any on the field (players cannot normally be attacked 
directly if there are any Monsters on their duel field). 


See next page 
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his section explains 
Attacker) must s 


's Monsters. Up oh entering tle Battle 


k and designate one of your oppor 

Se ahaa your Monsters 
K/one tar her one of your opp 
ring that turn. AK the ft Monster 


Monster can only : 
and can onlyattack once 


order_/ 


‘ 


— 


Wherryéu attack | positi f ard-is’ flipped f 
; ers bedi Effeet joie ae ectis activat the card-is-flipped. Once a Mons 
fas attacked, it remains in the tack position. Thesé Mo are irealed js as if they had been place fe 
i Position and cafnot be, changed to the Defense Position inthe Main Phase 2 of that tur! es 
estroyed in an attack ory the effects of a Spell / Trap Card are sent to the Graveyar wih few, 


> Spell / Trap Cards 
You may use Spell / Trap Cards that have been set in the Spell / Trap Card Zone, but usually only the effects of Quick 
Play Spell Cards are activated. You can also play Trap Cards. Use the cards that best fit your situation. Spell / Trap 

Cards are sent to the Graveyard as they are used. 


nuet woNsTERS~ 5 ffm] = 


: vair e2 S : 
Sai phase\pegin at pel the Battle P Ase. As in Main Phage 1; you ‘cat\perform Fubon' and Ritual. Y 
ons as well.as play ‘Spell / Trap Card: \" you did n a Ml a Monster during MaimPhase 1, you 
can ie summon ste chang abi Ml nsters if their positio 
jain Phase 1 and if they-did not pa oe in PRE g the Battle Phase. 


be 
’ ha I nd of ay a gL ise ase. SS you have more re th aq 6 ci = in 
pay at this soph you aa Sex are ea: you hve no 
fe than 6 cards in inj . Your ent's turo.then begins>~ meee 
an 


aN uel End 


You ye pponent eS, turns begining ye the Draw Phase\and c continuing 
through tl “te ase The duel ends when eitheryou or your opponent meats. the 
ae con ‘ ay doe x S 


aN ew ‘ 

ST Ne Ee im eS 
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The following figure illustrates the progression of duelsy 


Create Main Deck 
Draw 5 Cards for Player Hand 


Decide Starting Player 


j( Draw Phase) 


Battle Phase 
Main Phase 2 
End Phase 


[3] Damage Step 


Duel End 


Ps 


Conditions Met ~ 7 


ee ere ey 
ea Battle Phase Flow 
\\ The Battle Rhase is mad’ 
START 
STEP 


BATTLE 


Up of the following’ steps: 


Enter the Battle Phase. Both players can use Quick-Play Spell and Trap Cards. 


AS AE ABSA 


i You select one Monster to execute an attack and designate on of your opponent’s 
; STEP Monsters as the target. Both players can use Quick-Play Spell and Trap Cards. J 
, = e som . 7 = 5 * 5 ae ‘ 

‘ = — — Wf NES: 2" a a 


Attacks are executed and damages calculated. The Flip Effects of Monsters are 
revealed at the end of this step. However, Flip Effects do not affect any monster that 
has already been destroyed as a result of the damage calculation. 


i DAMAGE 
STEP 


You repeat the Battle and Damage Steps. When you can no longer take any actions, 
the battle is over. Both players can use Quick-Play Spell and Trap Cards. 
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The cards used in thi game can 
rap. The ay capabili 
to view detailed informatt 


separated into the iilowing $ categories: Monster, Spell and 
beg ary widely--Usethe “Card View’yiton during me /~ 


TYPE 
Monster Type and Class (Ritual, 
Effect, etc.). Spell / Trap Cards 
show Type and Effect (Equip, 
Continuous, etc.). 


ATTRIBUTE 
Monster Attribute icon. Spell / 
Trap Cards identify cards as 


either @ (Spell) or @ (Trap). 


LEVEL 
Monster level. Spell / Trap Cards 
show Class icons (© or @). 


CARD ILLUSTRATION 


ATTACK / DEFENSE 
ATTACK and DEFENSE strengths 
of Monsters. 


CARD DESCRIPTION 
Detailed description of the card. 
For example, Fusion Monster 
Cards will explain the Fusion 
Material, while Effect Monsters 
and Spell / Trap Cards explain 
the details of the effect and how Fees 
it’s activated. 


CARD NAME EES 


al 


Monster Cards — = 
Swng Carts-are the baSic cards abo era oppanent. Monster Cards ¥re categorized by Type and 
~—-< \ Attribute. There are 20 different Types and 6 nt Attri The difference betwéen-typeand Attribute 
\inoes how the effects. ell Ca ect the Monster. Lev] (stars) indicates the overall Strength of 
Be theMonster. Owe wt . i 
Nes See A CxS ae Ney ATTRIBUTE \ts 


DRAGON BEAST DINOSAUR THUNDER EARTH WIND 
SPELLCASTER WINGED-BEAST REPTILE AQUA 


ZOMBIE FIEND FISH PYRO | WATER LIGHT 
WARRIOR FAIRY SEA SERPENT ROCK 
BEAST-WARRIOR INSECT MACHINE PLANT FIRE DARK 


There are veral different.Classes of Monster Card: h “Fusion Monster Cards” and “Ritual Monster ’ 
Car must be Sunmaceda a toed 8 may. and “Efte Mate Cardst have. unique.effects: xe ~— a 
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Fusion Monster Cards 
usion Monster/Cards ‘are spécial cards*thé 
Monsters and the Spe Card‘ ‘Polymerization.” Tbe basic od 


no different em sie ‘S 


Tiel Z ; » Bard calor is » 


Fusion Process ™ P.63 “Fusion” 
a these cards are forced to return / S: 
rare et ned to the Fiision Deck and not your Hand. » 
; Ritual Monster Cards 


Ritual Menster Cards are special_cafds that can only be’ § nmoned with theRitual-Spell Card 
fora particular: Ritual Monstef, and enough Monsters for tribute to ) satisfy a-fixedset of 7. 
of Ritwal Monsters aremo different. from those of onal: 


outlin the each Ce } 
by gai P.64 * “Rituals” 
. Like F re Mofsters, since Aitual ND or aSpecial Summon, you, 4a: summon , 2 


Monsters, but the metho 
nditions andt 


Ritual Process 


another monster during the same tytn with.a Nopfmal Summon. — 


——- 


con Pee pee “ 
i, GSD See? 
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NK 
hey are sdmamonéd sh : 


Te into th e5 main categories, ut the 
\pifec cp vane widely dependin crorrttre etails, view the | letailed NEST ALOR on eadh 
<n Maa ace a ard is flipped from fae wn to face 
any A HAED en Bi res ed torn attack or the eects of spell Fp Ex» F55 Tip Ee] 


BY: okantinyous Effect. ea 
: “This type of effect remains \ for as Sse catd is fate -up ‘onthe fi field. The eect stops as soon. 
»SXias ee is changed Rn Up to face Ne <—ch \ eat \ 
hs ce . activated . dstarding and or by ee mba (LP), Associated Nosts 
Lars with e Gen : . SS nt = 
a 4 type . ect is Saar when di di ct damage i is infli ee oryour opponent 
re. » Specific. requir ent indicated-on. the cart is satisfied. & 


when some-other > \ 
| s > Muilti-Trigger 


| his type of effect can s ac ivated inne opponent's 3 m. ee g the.card from-your Hand during 
e Ba ; the —" nibati"is an exam his ty =) 


Sl PEA \ haa £5 2 I NGEAUTIR Nadanad ‘allt SEN ccd bail db” Xt “SPER 
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eer ce 

Vi Spell aide 
There are many, differen 
you can-only #se@ Spell Cards during the Main 


Normal Spells 


As Jorigvas the cart tes not f Gontinvou v4 ba obi 4 ediatelyatter itis ,/ 7 

activated. *Raigeki” is brani le gre perl Se ge4 ard e€ are her re 

‘poi cards. AE N ms 
fears a8, aréexcep#fons to thé é rulefLightforce § Sword” remains ‘ the field tor 3furns. / Re 


Equip Spells os 
ielduntil the Ribose el equipped by the gard — 
ard is also destroyed. You can 


fuse these Spell Cards to-equip Mons ers.They remain.on the fi 
Using Equip Spells ™ P.65 “Equip Spell Cards” 


ypes-of Spell Cards. Wi e exceptiomof Quick-Play Spell Cards; 
PHase of your-ewn turn, 


is destroyed. When.the Monster_is destroyed, the Equip $ 
_ Monster with more than one £ quip Spell Card, 


Field Spells 


used-ta arrain of field.-Fhe field terrainéaffects the abilities of the¢nonsters, on 
the-field, altering, the. A a DEFENSE gths.- 


$ Ar 4 


— - 


/ 


~ \This card is required to Summon Fusin Monsters. 
moh Cards 


itinuous Icon, t+ royed immeédiat oy after-it | 
ame turn in which it was-set a rd colon is 
PURPLE 


a type of trap is activated " By or spell aN ~ 


t.of t 


\ \ 
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(les arersed’to-determine’the amgunt-of damage-inflicted on a Ménster during’a sei —L 
Your Opponent s Monster Is in “Attack Position Ee 
attack a Mop ster that is in Attaék Position, damage js de perninedmy xt Comparing the ATK (Attac Ck) 


— ad —_ 


Your ATK Points > Opponent's ATK Points <f a LA _f 


When the ATK Points of your Monster are greater than those of the Monster you're attacking, the 
Monster you're attacking is destroyed. The difference in ATK Points is subtracted from your opponent's 
Life Points. 


OE LEED EES BELTS FETE RO OH Nt 
Your ATK Points = Opponent's ATK Points 


When the ATK Points of your Monster are equal to those of the Monster you’re attacking, both Monsters 
are destroyed. There is no effect on the Life Points of you or your opponent. epwies 


Your ATK Points < Opponent's s ATK Points ‘ 
When the ATK Points of your Monster are less than those of the Monster you're attacking, your Monster 
is destroyed. The difference in ATK Points is subtracted from your Life Points. 
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y Son enanaba Sen eet we eee ee 
a Your Opponent's Monster Is in Defense Position 


~~ When-you attack a Monster that is in Defense Position, damage determined\py compari the ATK AN 
__f Points of your Monster ant the DEF (Defense) Po oints of fhe Monster being attacked\\ 
Your ATK Points > Opponent’ s DEF Points —— 


When the ATK Points of your Monster are greater than the DEF Points of the Monster you’re attacking, 


.| the Monster you’re attacking is destroyed. There is no effect on the Life Points of you or your opponent. 
SSS A 


RRP EEA 
Your ATK Points = Opponent's DEF Points % \ A 
~*| When the ATK Points of your Monster are equal to the DEF Points of the Monster you’re attacking, 
REE SLND SS, Sea 
Your ATK Points < Opponent's DEF Points ’ S 
When the ATK Points of your Monster are less than the DEF Points of the aatars you're attacking, 


ee neither Monster is affected. However, the difference between the ATK and DEF Points is subtracted from 
your Life Points. 
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TAS EAL 
& Opponent Has No Monsters 


~ .When your opponent has,ho Monsters. in.the Monst d Zone)your Monst cks AS ae \ 
‘dikectly. The ATK Points of your attarnne Monster are subtracted from ‘the Life Points of your opponent. 
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ern thinn Monsters = —— i 


The following ate differenttypes of sum fons thacambe usedy—— 


Tribute Summon 
~ In-order té ap adores that is 4 in or bigher, you you 


af; Vionsters field. to as tes en nt monsters requir ioe 

; ring one eas ; i higher sters require’offerin onsters. A Tribu < 

supe treated-ust li cannot use a Sunn have already . 
yp ield during a turn: You. de rat ne 


ffer any. sters to bring back 4 eZ 


2 a (send to the Graveyard) one or 


leVel.5 or’higher Monster with “Mowster Reborn,” 


—~ 


4 Special Summon | 


Specia+-Summon refers to the oning of Monsters with-Spell Cards like. “Polymerization, a. 
and “Monster Reborn,” as well as with.Effect Monsters. As hig as-you meet the fixed conditi 


specific Monster, you can use Special Summon as many times as you want during the same 


_ Spécial Summon isn’t tre he same meg as a Normal Summon, sd you Can also use a ee Summon © 


, 


Or Tribute Summon du ot e sametumn./ 


faocbing ost 


Mwo or mor 


Deck, ai the ca = Ase return to on 
aay are oned Ce 


“P ee in the Spell & Trap Car 


ess ria your H 
Yon MX, 


oN é Fusi Monster C, ‘yeated from the Fusion: 


aN Card-Zone Fusiol e Fusion Deck, 
ES a ~ from the ain Deck and-is placed he Fusion Deck Zone on 


— The F 


oo) lth. the Fusion-Mat Moniters Aan a eit 


- Monsters A a5 B, e that were, usatl inte e Fusion, and . ey all as 
ese Seo SNL s Nie 


oa = ee pieet: SS Ve NES = 
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= foe DUEL RULES - 3 
eh n We es on rmal M CF ‘tual LES 1 ae 
a A Card forthat 
e stars (level) on the Monster - ° 


Oe Rituals 
Hsia Norm 0 
.# are Summoned? ih ad wees : 
To summon afi onster, you will need gna 
nstersto_offer for tribute. /The na ea 
Offer’ for tril tri  tribtite must equal. Ay of ss on a Noh M ster Card. he 4 
ie Ritua se fa ke pecial Su fs | so ie Hole” have “i et 
Aj wing s tline h vpertn a (eae ‘orider” en 
ff With t yeh iny arHandand e Ascend field or in voi tee 
sum ( et ky okurori pel Ca he 


ake the six-st Sop & by Bie. 
Card Zone on the field. : 
{2} Sacrifice as many Monsters on the field orin your oa as/needed to reach a sum of si roré stars, ? 


{3} The “Revival of DaRaroHy Card and the Monsters You offered are all I sent to: the Graveyay and and the 
mf o j - , ‘ / - he 


Seah pl Card is placed-on ithe tield/ 
— e f; YS 


— ¥ Ge 


Selecting Monsters for Ritual Tributes 


You cannot select a level 1 and then a level 6 Monster when selecting Monsters to offer for a 
level 6 Ritual Monster. For the second Monster being offered, you cannot offer a Monster 
6a 4 Md that aioe has enough stars to meet the > Foguireaibaine. 
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D} Special Siimmon from-the Graveyard \ 
~~ Monsters“ig the Graveyard can be brought-baek-tothe field-using the effects of Spell 
— “Monster Reborn” and “Premature Burial® ‘Since thesé\Monsters are \ 
{summoned with a Special Summon, traps like“Trap Hole’Naave,no effect on them: \ 
\ Fusion and Ritual Monsters that were sent directly ftom your Hand or your Main Deck a 
to the Graveyard cannot be sutymoned withthe. types of Spell Cards mentioned above: \ 

However, this.does not gos to/Fusidy and Ritual Nonsters thatwere properly summoned\o the field \ 
“Deforerheing sentto the Graveyard after arr attack or through some spall effect” They can be Broaght back 

‘ 5 


: with ecard like “Monstay Reborh:*—« oars ¥ 


\ \ \ 


Spell and Effect Monsters 
Equip Spell Cards tee he ae — 


Equip"SpeWCards, which make Monsters stronger\can only be used with-the\Vionster 
designated On the card. The catds can only beused when the.Monstet is facesup in 

~ Attack.Positioh. The card-remains on the field after us’, but if the MonSter-equipped by 
the card.is dastroyed, the Equip Spell Card is sent tothe Graveyatd, VEX 

Move the cursor over the Equip Spell Card(s) or the Monster Card being equipped tO. 

display the equipment forthat. Monster. rc eae \ ¥ \ \ 
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Field Spell Cards 
hese cards are used to chapge the terrain’ of the field. Depending on the omar an 
attribute of a lonster, th e new terrain may put thé t Monee ae atan sna fh or 


1e 4h terrain is advanta es 0 a Monster, ae wi 
lonste s-abilities; if. it is disa aga us, yyy otice a decrease in 
y one “ pell Cok caul be e in pent field at dae | time ee, anoth 


cits’ effects activated { ighmediately. e previous Field Spell Ca 

Flip Effect Monster Cards 

Effect.Monsters are monsters that.Have spell= “like @ écts) Iheré are — fy, a 

effects, but the “Flip Effect Ménster Cards”’ca can-only be Activated in in certain conditidns. 

The i of a Flip Effect Monster ster dre ac activated when a card pf aced face-down onthe 

field is flipped face-up che A some indirect ae ee a-monster is flipped 
wi 


“when attaeked or as a resul Ae piece other effect (flip-effects would be ETS 
activated’ with a card like“ Swor th “Raigeki,” aaeiter ae 3ard Nee fi iz 


ithout being-fhi . 
ip Effects, inthe followingAvay: ef ag, 


You Can also activate 
Set the Flip Effect Monstef on the fieldAn face-down DEFENSE position. 


(2) Si incefvou can't chahge the posit ositfon ofa a the Same turn you sn it, perform-a Flip Y pay 


ummon during your nextturn to activ effect. rhe toe 
66 - aid 


0 nn 


igld es) Card is ae | 


is sent to the >) yard /, 


- 


and there 
duel event influence.the fina 


Sens 


and 


turned Fusion 
Eliminated from t el AS 


When the effects of Spell or Trap Cards eliminate a Monster Card from a duel: the cakd is sent to the __ 
~~ Remigved Card Zone and\can,no longer be used in the duel. x 
<<} Cohtroted:by Opponent ae 7 LP e 

If your oppenent takes control of one of your Monster Cards with “Monster Reborn” or “Change of eart’ 
__»-and'it is destroyed, the cart is sent to your Graveyard, If the card is’Seot to your Hand or Main Deck, it is +N 
. rue Seteni-o Ma pectively. . se asa kp 


os, ao 


ous card, it is sent'to thé Graveyard after its effect activated. Mthe card is \ 
rough the nis: of a Spell or. Trap Card, it is,sent to the Graveyard: If the card is Sent to yo 
eturned to your Hand:-|f-eliminated from the duel; itus sent t Remov d Zone. 
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Vp Introduction to Chains 


* it can be very difficult P detérmine the outcome WA a-cémplicatedbattle when se 
are played. Thé Chainrule was developed to.ma 


ral Spelhortrap Cards 
e it easiepr-totetermine the outComes-of such battles/ 


Lets-assume that-duelist 1 p lays a-Spell Card=That spelis-ptaced in a BLOCK calledCHAIN 1. If duelist 2 / 
plays a Spelt or Trap Card-in/ response-to-the initial Spefl, it is then placed in the-GHAIN 2 BLOCK. 
As the dufelists respond to the, other's plays, the BLOCKS ate stacked On.top of one, anotKer. When Bath 


dyélists are unable to play apy further cards, the effects of the Spell and Tah Cardé are sorted out : / 
beginning with the top/BLOCK or thé final CHAIN. / / / 
fir s how it would work in ah actual games / / ff 


(1) Your gpponent plays a Spell Card. This becomes “CHAIN 17 and is placed in LOCK if 
2 | If yot have a card that car be-played in response to, your épponent' $s Spell Card, the § 
~ message “Resolve it as part of a phain?” is displayed onthe sereen. Select “WES” to Bs 
start @ CHAIN and play your card. This card becomes “CHAIN 2” and is plaéed in__. ‘ : 
/BLOCK 2. The CHAINA is displayed on tHe screen so that both youl and your opponent (ii 
can see the cards if ‘the CHAIN. / : 
yBoth you ang your.opponent continue to play in response to each other's cards" until 
» neither of you is abje to Continue The effects ofthe Spell and Trap Cards are’then 
procéssed siarting with thy last‘card Dipees , 


> + eg > > 
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Chain Structure 


\\ Blocks are ‘stacked in ae in which the éffects\are activated The game processes the effects of the \\ . 
cards starting with those from the fast card Raved. Chains, are comprised of BLOCKS like tNee shown in 
\ the figure below. ’ 


<a CHAIN 4 “ 


Counter Trap used against CHAIN 3. 


CHAIN 3 


Counter Trap used against CHAIN 2 
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CHAIN 2 


Quick-Play Spell or Trap used against CHAIN 1. 
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CHAIN 1 \ 


\ Effect from initial Spell, Normal Trap or Effect Monster. 
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Vp Spell, = and Effect Speeds 


Z Spell, Trap and be oi 
have a speed Setting 


Spell Speed 1 
Spell-Speed 1 a are the slowest..These/cardS can never-be playe 
only cards that/annot be-played in response to a Spell/ Trap or, Effe: 


Spell Speed 1 Cards 
@ Normal Spells © Equip Spells 


settings. To create or contin 
rd played: 


r Cards all have spe 


a Chain; the card mops 
ater than the previqus 


in-BLOCK 2 of-a-chain. They are the 
Monster-Cafd of the same speed 


@ Field Spells Effect Monster (Continuous, Cost, Trigger, Flip) 


/ 


Spell Speed 2 
Z Spell Speed 2 Cards can_be played in response to Spel 


Spell Speed 2 Cards 
© Quick-Play Spells Normal Trap 


peed 1.and 2 Cards. 


e Effects Monster (Trigger, Multi-Trigger) 


/ BOISTOR / 


Spell Speed.3 Cards can.be played in response to. cards of any spell speed. The.only cards ta can be 
played in’response to these cards are other SpelSpeed 3 Cards. / 


Spell Speed 3 Cards 
© Counter Trap 


Blocks in a chain Carrbe stacked-as. long asthe duelists can play cards withthe necessary spell speed: 
TE MO eR Oe PRBS BEY 
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Chain Example 3 = 
tet's take a look at how the outcome of-arractual chains, determined. Ne 
Chain Stacking and Processing 


Duelist A tries to eestroyaieri( opponent's monsters ON the field\by playing ° Ae cnn e-duelist \ 
it. 


B plays “Anti Raigeki:” tt ego by playing “Seven Tools.of eet in result-o 
this,chain is that all of duelist-B's monSters.on the are destroyed.,Here's he effedt-of- “Seven 
Tools\of thé Bandit nullifies theveffects of “ “Anti Raigeki.” Since “Anti Rhigeki” was never stay 
Bis monsters on the field. 


“Raigeki" is activated this destroying\all of duelist 
| Attempt to stop “Anti Ralgek CHAIN 3 eutralizes effects of “Anti 
from activating. SEVEN TOOLS OF THE BANDIT _| Raigekt. 

_ <= atl 


Try toYurn back effect af 
“Raigekit: on. duelist A. 
: —— 


\ 


‘ 


CHAIN 2 Effect 
ANTI RAIGEKI effect: 


Try to destroy all of duelist B's CHAIN 1 Destroys all duelist B's 
monsters an.the field. | ss—s—sé«@RANIGEKE =——S—SSsonnstters on the-field. 


are neutralized, so no 
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WARRANTY 


Konami Digital Entertainment - America warrants to the original purchaser of this Konami 
software product that the medium on which this computer program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of 
purchase. This Konami product is sold “as is,” without express or implied warranty of any 
kind, and Konami is not liable for any losses or damages of any kind resulting from use of this 
program. Konami agrees for a period of ninety (90) days to either repair or replace, 

at its option, free of charge, any Konami product, postage paid, with proof of date of 
purchase, at its Factory Service Center. This warranty is not applicable to normal wear and 
tear. This warranty shall not be applicable and shall be void if the defect in the Konami 
software product has arisen through abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY 
(90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THIS KONAMI PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and / or 
exclusions or limitations of incidental or consequential damages so the above limitations and / 
or exclusions of liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services number 
at (650) 654-5687. 


Konami Digital Entertainment - America 
1400 Bridge Parkway, Redwood City, CA 94065 


CONSUMER SUPPORT 

If you feel stuck in the game, or just need a boost, don’t worry! You can call the Konami Game 
Hint & Tip Line for help on many Konami games. 

Konami Game Hint & Tip Line: 1-650-801-0465 


Hints are available 24 hours a day. Availability is subject to change. 
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Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 


When you register your game you will be automatically 
entered into monthly drawings to win FREE games! 
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